This Design Theatre uses method acting: we act out a method. It is didactic theatre: we must sketch designing, not just designs. We act out a sketching process to make maps that we can later act on.
Prologue: A Short Pod Cast
To connect, or not connect: this is my Pod Cast. Whether 'tis wiser in design to hope that Cool stuff in use brings sweet user experiences, Or to reflect amidst a sea of options, And through bridging, span them all. To bridge: to doubt No more; and by our bridges to forsake The head-ache of a thousand "well it depends" That CHI is heir to, 'tis an abnegation Devoutly to be ditch'd. To bleat "depends"; "Depends": perchance to say "aye": there's surprise! For o'er design's bridges what dreams may come, Connecting people with technologies. That gives us cheer: there's art and craft That charms fecundity from barren bytes.
[exit MacBuff with iPod nanonanonay]
shaping the way people understand their relationships with … new products" [1] . For Stefano Marzano "Design is a connector, a synthesizer, and a translator. It's a bridge between changes in the economy, in technology, and in industry" [2] . Both characterisations (of design and its purpose) have in common the idea of connecting or bridging as being central to design. If we accept such positions, we must broaden our view of design beyond conceptualisation and creation of artefacts. Instead design creates a trio of (i) artefacts, (ii) possibilities for human value in the world, and (iii) most importantly, credible associations between (i) and (ii). If aging Lady Bracknell and her ilk don't like this, then they will have an argument on their hands. If not, they can learn how to design the sort of nice things that Eddie Carbone wanted for his niece. Eddie Carbone knows what he wants for his niece Katie, even when she did not want it herself. He could have been a good designer if he had not moved away from the waterfront (actually, had he lived long enough, a design studio would have opened in a neighbouring Manhattan waterfront loft conversion).
To connect between people and technologies with art and ideas, we need to be sensitive to what people value and what technology can offer. Such sensitivities form opposite piers that we must bridge between. While Lady Bracknell loved the "delicate exotic fruit" of ignorance, designing does best when it is best informed. The hero of the story must form two bridge piers from these groups of distinct sensitivities and then bridge them. Truths alone may not be enough to span them. The hero must imagine and explore iteratively until trial usage reaches some dénouement.
Act 3: The Sketch Man Cometh
To hell with the truth! As the history of the world proves, the truth has no bearing on anything. It's irrelevant and immaterial, as the lawyers say. The dénouement begins. The plot shapes up around its props of sensitivities, which shrink into little numbered egg shapes [glance up now] laid onto design and value elements that have been formed from one or more of them (letters and numbers in the egg shapes refer back to the sensitivities lists on the previous page).
During the Design Theatre, the actor will place value and design elements, forming the sketch element by element (box by box), telling a creative story as he goes. In the worth sketch to the left, we can literally see how value stacks up. At the top are ends, that is, design purpose. These value elements are happy endings: nice houses with happy caring financially solvent occupants. At the bottom are adverse outcomes, tragic endings that we must avoid. Everything in between is a means to achieve or avoid some end (green value elements below the top are user experiences, blue design elements below them are qualities, grey ones below them are features and white ones above the adverse outcomes are materials). By showing intended value and undesirable aversions, the sketch provides a basis for assessing worth as a balance of benefits (as worthwhile outcomes at the top) and costs (including adverse outcomes at the bottom). That is why it is called a worth sketch.
No more spoilers for now though, all will be clear at the Design Theatre. The actor will next trace means-end chains with arrows through this worth sketch and build up dramatic tension for the final dénouement of desire triumphing over current reality. It is what good design does: it gets from 'a now is' through 'ought' to 'a new is'. We must pass through 'ought'. By turning much 'ought' into 'is' on the way, we thus realise the dreams captured in initial boxes and arrows. The moral of this sketching and mapping drama is that we can record Larry Slade's pipe dreams.
Once recorded, we can be more systematic, even scientific, but we can relax on this and still deliver fruitful designs. It is the latter that really matters.
Epilogue: Worth-Centred Development (WCD)
Worth maps support a systematic focus on human value in many forms: needs, wants, dreams, values and unimagined technical opportunities. Once associations between elements are mapped, the resulting boxes and arrows can be challenged from scientific, cultural and critical perspectives. The value to the "fuzzy front end" of design is the ease with which worth sketches and maps can be formed and reformed. Post-its and flip chart sheets are good draft media (better still large tables and sorting cards); drawing tools are good for tidying up, filing and sharing.
The groundedness of boxes can be challenged to expose underlying sensitivities. Realities behind boxes must be richly expressed through related design assets. There must be a fair balance of worth for included stakeholders. The credibility of arrows can be tested in means-end chain scenarios. A design's improvability can be assessed as the ability to systematically evaluate, understand and improve outcomes and user experiences. Do this and designs can bear fruit: in design, commitment to subjective purpose trumps commitment to objective truth. [The End] 
